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SECTION 1
PRECEDENTS

1

LABYRINTHS

THE FIRST LABYRINTH
Long before mazes, there were labyrinths. Labyrinths
are cousins of the maze but different because they are
unicursal. Depicted on the left is known as the classical
labyrinth. The classical labyrinth is unicursal meaning
that there is only one way in and out of the center. This is
in contrast to multicursal meaning that decisions can be
made in the path and direction. This linear path through
the classical labyrinth elongates the time it would take to
travel such a short distance. Metaphorically and physically
the labyrinth is about the journey and not just about
getting to the destination. It is a physical manifestation of
life and is often used for meditation and cultural rituals.
In my thesis I aim to discover what today’s labyrinth looks
like, and how does it contrast with the ancient labyrinth?

3

A BRIEF HISTORY OF MAZES
AND LABYRINTHS
THE STORY OF THESEUS

Labyrinths and mazes are also prominent in myth. In
the Greek story of Theseus, he goes to the labyrinth on
Crete to slay the minotaur located in its center. Ariadne
gave Theseus a thread that would later lead him out after
slaying the minotaur. Depicted on the right are ruins at
Knossos believed to be the basis for the myth.

FIGURE 1.1
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STORY

FORM

In Greek legend, Prince Theseus of Athens volunteered
himself to slay the minotaur at the center of the labyrinth
located on the island of Crete where King Minos lived. King
Minos’ daughter, Ariadne, took a liking to Theseus and
gave him a clew or ball of thread so that Theseus could
find his way out of the labyrinth if he were to overcome the
minotaur, and so he did.

In myth the form of the labyrinth is typically depicted
as a meandering single cursal path leading to the center.
In Knossos the palace has many dead-ends and large open
spaces with columns. It also has a large open space in its
center.

PROGRAM

MATERIALITY

The program of the labyrinth often used to depict the
myth, takes the longest route to the center of either a
larger square or circular form. In Knossos, it is believed that
it was purposefully laid out to be confusing and with many
dead ends to make it more difficult for thieves to steal.

In myth it is materiality is typically depicted in stone as
it is at Knossos.
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A BRIEF HISTORY OF MAZES
AND LABYRINTHS
LABYRINTHINE ENTRANCES

Labyrinthine entrances are often made to protect
sacred space from spirits and intend to nest these spaces
within in layers of paths. Although typical architecture
frequently makes paths simple and direct to make
efficient circulation, labyrinths do quite the opposite. This
can be seen in the examples on the right located at the
pyramid of Meidum (above) and a recently found stone
temple in Uruk, Iran (below) dating as early back to 27,000
BCE.
FIGURE 1.2

STORY

FORM

In many cultures spanning across the world and time
periods, it is believed that evil spirits have difficulty making
sharp turns, so many ancient holy temples and shrines
often have an entrance that meanders and is indirect.

Meandering single cursal path leading to end or
center.

PROGRAM

MATERIALITY

Indirect path of entry and nested space.

Materiality in these ancient temples or shrines is often
heavy stone.

FIGURE 1.3
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A BRIEF HISTORY OF MAZES
AND LABYRINTHS
RECREATION

Architecture by itself aims for space to be understood.
The underlying reasoning for this may be to ease
agoraphobic discomfort or discomfort caused by not
knowing where you are, so humans challenge this
by building something we can make sense of in our
indifferent world. Spacial nonsense is intriguing more
like a puzzle trying to create confusion. People also enjoy
mazes because of their narrative potential. It is satisfying
to get lost and find your way. Depicted on the right is
Hampton Court Maze (top), the oldest surviving maze in
Britain, and the Longleat Maze (below), which uses more
organic pathways to further disorient any who may enter.

STORY

FORM

The UK’s Hampton Court maze is the oldest surviving
hedge maze. It was commissioned in approximately 1700.
Before it, the most popular recreational mazes were single
cursal as opposed to multicursal. Unlike many of the other
precedents, the only purpose of the Hampton Court maze
is for entertainment, but like the others, it aims to spatially
disorient those who enter.

		
The form of these mazes is noticeably more
organic and less orthogonal. This makes the recreational
mazes much more confusing than typical built mazes or
labyrinths. Modern versions of these mazes commonly
depict an illustration in cornfields.

PROGRAM

MATERIALITY

The program aims only to disorient and entertain,
although the aim is typically not to make a maze that is
extremely difficult to solve. On average, the Hampton
Court maze takes 20 minutes to reach the center. Often
the center is a place where the maze is more open and
allows for more social interaction and provides a feeling of
achievement to those who make it there. The rules of the
maze are implied by the form.

Materiality in recreational mazes is common plants
that are landscaped into a maze. Older ones typically
use hedges while many modern seasonal entertainment
mazes use cornfields.

FIGURE 1.4

FIGURE 1.5
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PRECEDENTS

SWISS SOUND PAVILION BY PETER
ZUMTHOR
The Swiss Sound Box was done for the Hannover Expo
in 2000. For material, it uses native Swiss wood stacked
together using no nails or glue and held together using
post-tensioning rods on both sides. The general premise
was to have food and music at certain points that would
allow the sounds and smells to perforate throughout the
walls of the pavilion. This generates social interaction at
these points.

FIGURE 1.8

FIGURE 1.6
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STORY

FORM

The Swiss Sound Pavilion was designed for the
Hanover Expo in 2000 as a temporary structure. Everything
about the project aimed to celebrate Switzerland and
Swiss culture. Beginning with the Swiss larch and pine
used to create the walls and extending to the music being
played in it and the food. The pavilion aims to provide a
place for people to relax and generate social interaction.

Perforated clusters of tall parallel walls that shift 900
and very in length and width with many open spaces.

PROGRAM

MATERIALITY

Clusters of parallel walls divide a series of open spaces
to create social interaction and provide a place for rest.

Perforated walls made of Swiss larch and pine held
together using only post-tensioned steel rods.

FIGURE 1.7
FIGURE 1.9
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PRECEDENTS

LABYRINTH FOR ATRIUM OF NATIONAL
BUILDING MUSEUM BY BIG
Like many labyrinths, BIG’s labyrinth takes on
the metaphor as a physical manifestation of life, but
differently. As seen on the right it has taller walls on the
outside and as individuals approach the middle the walls
get shorter as the middle is approached. This is to impress
the feeling of unknowing as it is entered but in the middle
a way out can be seen.

STORY

FORM

BIG’s approach to maze making is contradictory to
regular mazes. As one enters the walls slowly slope down
until the center where spatial awareness will become the
most clear and a path to the outside is visible. From the
outside it appears as a cube with no discernible exit after
entering.

The outside walls are 18’ but slowly sink towards the
center where there is a clear view in all directions.

PROGRAM

MATERIALITY

FIGURE 1.12

The program draws people towards the center where
they will be able to see the way out.

FIGURE 1.11
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Wooden prefabricated panels.

FIGURE 1.13
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SECTION 2
RESEARCH & STUDIES
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STUDIES

STUDIES

In creating this module there were a couple of rules
that must be followed. First thing is to understand that
wall and space as positive versus negative, and that in
order for it to be continuous the positives and negatives
must align on all sides. Next was that in order to be
interesting and complex it could only include one axis of
symmetry. In doing this the pattern was generated.

The Cretan labyrinth may be one of the oldest
labyrinths known dating back to 1800 BC. It consists of
two basic elements including the cross in the center and
the ”knot” (the winding parts). There are four knots each
beginning at one end of the cross and finishing at the
vertex of the at which the cross was drawn in. This pattern
can be developed using different patterns but the end
result is virtually the same as seen on the right.

MODULAR MAZE

16

GEOMETRY OF THE CRETAN LABYRINTH
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STUDIES

RESEARCH

The most common method for solving a maze is
known as “The Right-Hand Rule” or “The Left-Hand Rule”.
To do this one just follows the maze turning the same
direction at each crossroad unit the end is reached. This
only works when the walls of the maze are continuous
until the path of exit. To combat this, adding freestanding walls can add can confusion to the individuals
experiencing it. Doing this also inherently creates multiple
different solutions. Above on the left is a maze where the
rule works and below it does not.

A prominent change between modern and ancient
life is the advancements we have made in construction
techniques, materials, and technology. Naturally a
“modern labyrinth” would not be built from heavy stone
as the ancient ones were. The change is exhibited in
both BIG and Zumthor in my precedent analysis. The
implementation of modern technology could also play a
large role.

METHODOLOGIES FOR SOLVING A MAZE

CONSTRUCTION EVOLUTION

FIGURE 2.1

FIGURE 2.1
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RESEARCH

RULES OF DESIGN

Building on the analogy that the labyrinth served as
a metaphor for life in antiquity I am using a philosophical
lens to contrast how our perception of life has changed.
According to Modern Morality and Ancient Ethics in the
context of ancient philosophy, it is often referred to as
ancient ethics rather than morality which is used more
often in modern philosophy. This can be observed through
the works of philosophers such as the Greek Aristotle and
Roman Cicero where their primary focus is how to live
essentially just a virtuous happy life in contrast to modern
morality where living morally does not necessarily benefit
one’s self but rather others instead.
In The Myth of Daedalus by Alberto Perez-Gomez, an
architectural theorist, states:
“The labyrinth is a metaphor of human existence: 			
ever-changing, full of surprise, uncertain, conveying 		
the impression of disorder, a gap (chaos understood in 		
the etymological sense) between the
Only two certain points that it possesses, birth 				
(entrance) and death (its center). When the architect 		
reveals the idea of the labyrinth, however, the apparent
gap or disorder is revealed as order.”
However during the time of this story the philosophy of life
was drastically different. It focused more on virtuous ethics
rather than morality on a larger scale.

For my project I intend to use this table from Modern
Morality and Ancient Ethics and apply it to my design as a
rule set.

MODERN MORALITY AND ANCIENT ETHICS

MODERN MORALITY APPLIED

RULE SET

DESIGN PRINCIPLE

1. Reflective of one’s self and roles.

Reflectivity in surface or material.

2. Feeling part of a larger community in a global sense.

Collective space and activating it.

3. Alienating oneself to see a universal image objectively.

Movements/transformations from individual spaces/
experiences to collective spaces/experiences (space, time,
and experience in the form of paths).

4. Action and consequence.

Applied choices. Bifurcation or multiplication of path
(splitting the path)

4a. Obligation in decision making or prescriptive notions.

Applied suggestion for which path to take.

4b. Rationality as deductive.

Expressed difference in multiplicity of path.

5a. Goals of actions are defined by the collective.

Architecture instigates action.

5b. Inclusive.

Holistic or total nature of architectural space:
encompassing things specific to the building and those
things immediate to it.

FIGURE 3.1
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SECTION 3
TESTS
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TESTS

TESTS

RS-01a

PLAN

RS-01b

AXON

SINGLE MIRROR:
This test focuses on a single full wall height reflective
surface on the wall. The angle of reflection can always be
described as being mirrored from the surface normal (an
imaginary line that is perpendicular from the surface). For
this test that angle is 450, but this angle would change
as the spectator approaches. The spectator sees a new
perspective of the person ahead of them that is mirrored.
In addition the number of people in the spectator field of
view has doubled. Since one reflective surface mirrors a
view two would mirror it back to being regular. This means
any even number of reflective surfaces would appear
regular and any odd number would be mirrored.
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PERSPECTIVE

PLAN

AXON

PERSPECTIVE

SINGLE MIRROR:
This test focuses on a two full wall height reflective
surfaces on the wall. The angle of reflection is the
same as the last study, but this angle would change
as the spectator approaches. The spectator sees a
new perspective of the person ahead of them that is
not mirrored. In addition the number of people in the
spectator field of view has doubled. It is also important
to note that the field of view of the spectator has gotten
more narrow due to the increased distance that light has
to travel to reach them. With more mirrors this will get
more and more narrow.
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TESTS

TESTS

RS-01c

PLAN

RS-01d

AXON

Infinity Mirror
This tests two mirrors that are parallel with the subject in
between them resulting in an infinite hallway effect. Also,
notice the alternating dimness of the background in th
mirrors. This is because one mirror is facing towards the
sun while the other is facing away and the perspective is
alternating. As the spectator views into the mirror they
gradually fade.
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PERSPECTIVE

PLAN

AXON

PERSPECTIVE

Icosagon Mirror
This tests what happens when there are many reflective
surfaces facing each other. For this one I used an icosagon
or a 20-sided polygon. It resulted in a kaleidoscope effect
that reflects infinitely similar to the infinity mirror, but
in this test the spectator is multiplied infinitely in all
directions unlike the infinity mirror that only multiplied
in a single linear direction. It results in a somewhat
kaleidoscope like effect where there are more geometric
patterns and the darker reflections become like trees in a
forest.
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TESTS

TESTS

RS-01e

PLAN

RS-02c

AXON

Path Reflected
This test uses many reflective surfaces but in an organized
path so that the spectator is able to see the center of the
labyrinth from the beginning. Since the path is linear and
each turn is 900 with a 450 reflective surface it ensures
that the spectator will always see either the center or the
exit depending on their path of travel.

28

PERSPECTIVE

2 WALL CONFIGURATION

3 WALL CONFIGURATION

4 WALL CONFIGURATION

AREA OF FOCUS

CREATING A GOOD COLLECTIVE SPACE
This test focuses on the basics of what makes a good
collective space. Larger arrows indicate more movement
and if these arrows are facing each other it promotes more
interaction. The main driving force for movement is how
open an entrance is. The best thing to promote interaction
however is something or some area of focus. This is
because it encourages people to gather together.
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TESTS

TESTS

RS-02a

PLAN
Collective Intersection
In this test pathways were organized To promote
interaction. In this test the lines express path of travel as it
was the main focus. I made sure that each path intersects
enters the larger space where there typically maybe a
corner where people may isolate. By avoiding these dead
corners interaction is promoted. Also, the increased width
of the space encourages people to interact with one
another.
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RS-02b

AXON

PLAN: INTERIOR FOCUSED SEATING

PLAN: EXTERIOR FOCUSED SEATING

Collective Seating
This test focuses on the field of view of people in a small
space that serves for taking a break and for circulation. The
yellow in the drawing represents someone’s field of view.
When people are seated along the exterior walls the focus
draws inward and across the room. If anyone were to
walk through interaction would be much more likely than
when the people are setting on the interior and looking
outwards. For the exterior focused seating there is half
as much of a chance that someone sitting would even
see someone walking through. Also, the exterior focused
people are not in each other’s direct field of view,
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TESTS

TESTS

RS-02b

RS-03a

OUTDOOR

AXON
Collective Atrium
This test again focuses on field of view but in section
rather than plan. Interaction can also be promoted
vertically. This atrium works well as a collective space
because it provides a large and more open feeling area
because of higher ceilings and its versatile views.
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NEAR-BUILT

SHELTERED

INDOOR

DEEP INDOOR

SECTION
Outdoor vs. Indoor
This test focuses on the steps of the transitions between
outdoor and indoor space. At virtually any point one can
identify them self in one of these spaces. There are five
phases being: open-outdoors, near-built space, sheltered
outdoor, shallow-indoor, and deep indoor. Next I will
explore the different kinds of transitions between these
spaces.
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TESTS

TESTS

RS-03a

HARD THRESHOLD

RS-03a

MEDIUM THRESHOLD

Outdoor/Indoor Transition:
This test looks at common thresholds between space. The
hard threshold is just the common doorway that separates
the outside from in. The medium threshold has a covered
area to transition and shelter as people walk in and out.
The last one is a soft threshold because the covered area
is simply breaking up a court yard from a purely public
space.
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SOFT THRESHOLD

100% OPACITY

50% OPACITY

33% OPACITY

GRADIENT

Outdoor vs. Indoor
Tunnel Transition:
This test mainly focuses on another strategy of easing the
transition between outdoor and indoor. The tunnel starts
completely opaque as a harsher transition. The next two
step decrease opacity but they provide little shelter. The
last is a combination that both eases the transition and
provides some shelter.
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TESTS

TESTS

Possible Decisions of The Path:
Given this is a labyrinth, decision making will be vital
part of the experience. These decisions often have
similar consequences that we may face with our real
life choices. With life you will always come to a for in the
road. Sometimes you will need to make a lateral move
to progress, sometimes you will need to back track, and
sometimes there was not really a choice in the first place.

Holistic Architecture:
Using architecture elements to drive the crowd. Once this
has begun the people then follow others.

RS-04a

36

RS-05a
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SECTION 4
TEST COMBINATIONS
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TEST COMBINATIONS

TEST COMBINATIONS

REFLECTIVE/ACTION CONSEQUENCE

PLAN
For this study I wanted to see how using reflective surfaces
could instigate a decision in shoice. Doing this I did not
realize that the end product would make the fork in the
path would just look like an extended hallway even though
the paths are completely seperat.
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REFLECTIVE/TRANSFORMATION

PERSPECTIVE

PERSPECTIVE

PERSPECTIVE

In this study I combined transformation space and
reflectivity. To initiate the indoor and outdoor I wanted
to make a wormhole/portal of reflective surfaces. An
unexpected result was how the space multiplies the
people looking into it whether going in or out of it.
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TEST COMBINATIONS

TEST COMBINATIONS

REFLECTIVE/COLLECTIVE

AXON
Infinite mirror room with addition of spinning mirrors.
Mirrors are space out so there is at least 3’-6” clear between
them, but still end is not visible because of configuration.
Further enhances the infinite mirror forest effect.
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COLLECTIVE/TRANSFORMATION

PERSPECTIVE

AXON

PERSPECTIVE

Wall height indicates change to a collective spaces no
matter if you are near a wall that goes up or down. Going
down gives the viewer a better perspective of what is
ahead. Going up indicates a larger built presence.
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TEST COMBINATIONS

TEST COMBINATIONS

COLLECTIVE/TOTALITY

ROOF PLAN

LOWER LEVEL PERSPECTIVE

A collective small atrium space that utilizes the natural
light of an oculus to highlight a monumental stair and give
the space a center of focus.
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ACTION CONSEQUENCE/TOTALITY

UPPER LEVEL PERSPECTIVE

PERSPECTIVE

PERSPECTIVE

Using light to indicate path. The image on top is two doors
with one cracked to let more light in leaving the viewer to
decide which path to take. The image on the bottom uses
daylight filtered through a colored transparent material.
The path on the right is a sky blue indicating that it is
going up with the dimmer yellow indicating a decline.
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SECTION 5
SITE
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SITE

PIEDMONT PARK

THE MEADOWS
AT PIEDONT PARK

For my site, I would like to use The Meadow at
Piedmont Park. I see my final project as a temporary
pavilion because a labyrinth as a building provides many
challenges that would hinder its success such as designing
for fire code and because a labyrinth, in general, would not
have as much value if it were revisited multiple times. The
project would be mutually beneficial for it and Piedmont
Park by giving the park an attraction and the park would
give the pavilion increased interaction as well as its
surroundings.
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SECTION 6
DESIGN
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PROJECT

PROJECT

DRAWINGS

GROUND LEVEL
52

Drawings

Second Level

Roof Plan
1

PROJECT
DRAWINGS

PROJECT
AXON

Section

1
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PROJECT
AXON
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PROJECT

EXTERIOR RENDERING
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PROJECT

EXTERIOR RENDERING
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PROJECT

INTERIOR RENDER
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PROJECT

INTERIOR RENDER

PROJECT

REFLECTION
Going into thesis I started with the concept of mazes
and labyrinths because I wanted to find something fun
and do a unique project. I started diving into research
like the basic patterns of labyrinths and mazes, tricks to
solve a maze, and finally their history. I found the myth to
be profound and relatable. Its origin of being a metaphor
for life I felt, but I had never designed anything based
around a philosophical concept rather than starting with
a program and typology that was typical in our schooling.
The uniqueness of the project to design based on myth
was really enticing. The first step I took in deciphering my
design was to come up a design rule set or guidelines. If
there is a going to be a modern labyrinth its difference
would lie in the difference in philosophy between ancient
and present. I searched for a paper to give a educated
comparison and developed my rule set from there. I
studied these rules I extracted to come up with different
design techniques. Since it was a modern version of an
ancient structure I used modern materials for its structure.
The last thing I had to decide was if this going to be a
maze or labyrinth. The maze is made to get you lost, and
the labyrinth is made to find yourself. Ultimately this
comes down to what my philosophy of life is. This thesis
led me to my belief. I feel that life can be easy to get lost
in, but there are always others who can help. I made the
partitions of the maze portion semi transparent so that
others can help you. I added interaction vertically so
people can point you the right way.
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